
READ THIS BEFORE YOU 
START 


• INTRO DUCTIOK OF THE 
TEOOYBOr* CHARACTERS * 


The SEGA CARD and the MEGA 

CARTRIDGE are intended exclusively lor the 

SEGA MASTER SYSTEM 

HOW-TO-USE SEGA CARD 

MEGA CARTRIDGE 

1 Make sure that the POWER SWITCH is 
"OFF" 

2 Next, insert the SEGA CARD or MEGA 
CARTRIDGE mto the SEGA MASTER 
SYSTEM (see the illustration below) 

3 Tu'o the POWER SWITCH "ON" 

If nothing appears on the screen, check to 
see that the insertion as descnoed m 'he 
above point is properly made 
.o>\ 'Sing, first be sure to turn the 
compeer s POSNER SWITCH "OFF" and 
then pull out the SEGA CARD or the 
MEGA CARTRIDGE and put it in its case 
for safe storage 



teooyboy 

A courageous bey who rushes out 
taoesroy the monsters it th e rtnys 
te-ioos mazes His landing and fir- 
ing of the MICROGUN is as skillfull 
as a professional gj man’s s. 

(X) TOKO 

Scared ol being m the ma 2 e, I don't 
appear on the screen put will chee- 
you on by sngmgtne '7EDDYBOY*' 

NICROSUN 

TEDDYBOY u ses tfns to snout the 
creatu res who become small when 
they are till. Even the fearful ma- 
sters turn irve snail and *eak c*ea 
tires when shot 

Thereafter, all ycu have to do is to 
destroy them py mak ng cont act ' 




©BLUE masked monster 

This humanlike monster turns upon 
TEDDYBOY by walking and 
lirnj ng 

©OENDEN 

A snail tyoe monster mat vertical y 
moves in the air it's a coward that 
O-i il 5 m its Head when a buhet hits 
■Is shell 

©IMOftN 

A green caterpillar type monster 
t rat crawls arcuhd the walls. It tails 
on TEOOYBOY when he comes un- 
derneath. 

© SLO* MOYER 

A slowly moving type ot naonste' 
that steadily charges at yoj De- 
stroy it by shooting i bullets! 



□HARMAN 

Th s is a tumbler type monster, 
which as a group lining up one af- 
ter another, snips around the walls 
and fies through the air. 

©PYON 

A ilea type creature that skips 
around in a group- Its movement is 
the fastest among ail the monsters. 

©OSHISH 

A Hen s mask like rnonster which 
steadily attacks you wh.ie il is free- 
ly and Quickly moving around the 
mazes. 


* When playing by using CON- 
TROL PAD* 


ASTAFT button 
’ Move TEDDYBOY 


Player's falling speed 
becomes slow 



Player's falling speed 
be: ones fast. 


?JUM 3 button 

a MICPOG UN SHOOTING button 






* HOW-TO-PLAY * 


TO THE SKILLFUL PLAYER OF 
TEDDYBOY" 


There is nothing special to say to 
you Try to score as many points as 
you can making full use of the skill 
you gained while playing the game 
at the arcades! 


TO THE PLAYER WHO PLAYS 
•TEDDYBOY" FOR THE FIRST 
TIME! 


* PURPOSE OF THE GAME* 

Within the limited time, destroy all 
of the monsterous creatures in the 
maze by using the MICROGUN' The 
BONUS GAME is a good opportuni- 
ty to score many points 


♦GAME OVER* 


The number of TEDDYBOYS allotted 
a: the beginning of play is 3 Losing 
all of them will result in GAME 
OVER being displayed on the 
screen 

The player loses a TEDDYBOY in 
the following cases 

1. When TEDDYBOY comes into con- 
tact with the enemy 

2. When time is up (see page 22). 

An additional TEDDYBOY is award- 
ed when scoring the following 
points 100.000 and 400.000 points 


♦ STARTING* 

For 1 player 

Show |ust how quickly you can 
draw and fire your gun to those im- 
pudent monsters 

For 2 players 

You and your friend are friendly 
rivals competing to find out who is 
the "speediest'' and has the “quick- 
est draw" Which one of you will 
win’ 
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' F®» 2 payers, push tie 2P CON- 
TROL PAD S' API bitten 

J'^O" t payer. push ‘ha IP C0MTRO- 
= AD START bit ton 


a Player 1 is ihe 1i rst to star t ihe 
game 

TOP (high sccre) 

1UP Isco-e ol Player 1) 

2UP fsco-e ol Player 2) 


ROUMD (n j mber of ro unds tri a t 
tne high score player to 
date has cleared and 
number of -cunds that 
Player 1 or PI aye* 2 is 
presently piayngi 

REMAIN (the remaining number of 
TEDC'YBOrS lor player 1 
arc Player 2) 


Note 2UP s indicated only 
when 2 players are 
playing. 
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* SCROLLING * 


A mysterious maze that on the sur- 
face looks like a never ending area 
lies in front of you. 

Actually, it's a magical trick done 
by the monsters to bewilder you 
Move TEDDYBOY in the direction of 
the arrow • and you will see that 
the monsters that were on the up- 
per walls of the screen now appear 
in the same manner on the lower 
part. 

Keep your eyes open, and do things 
carefully and in a composed 
manner 

1 DESTRUCTIBLE BLOCK 

2 DICE 

i TIMER 

■» DISAPPEARING WALL 


♦ DESTRUCTIBLE BLOCKS AND 

DISAPPEARING WALLS ♦ 

• The destructible blocks prevent 
the monsters from Intruding 
When obstructing your way, these 
blocks can be destroyed by 
shooting at tnem and as such, 
the blocks are very convenient 



• Tie d is a r pea’inj walls are dan- 
gerous >e<ause they break and 
dsappear wmen the pla*erccn 
times t> stay at lie same posi- 
tion However this feat ire helps 
you sometimes 


• THE MOBSTERS COME OUT Of 

THE DICE AMO THEN ... * 

• The dice seen here and there a*e 
where the -nanste's are living 
The <Jcts on the dice i nci cates 
the rvjmbe' of monsters inside >t 

• When ail o' he monsters fly out 
and noth remains, the dee dis- 
appears 

• *be dice also disappears when i* 
is snot by a njnriDer of bullets 

• if a monster v»bicb became a 
mmiature after being shot by the 
MICROGUN s left in that same 
condition then it turns into an 
EYEBALL BUG which disappears 
after slightly biting off the time'. 

• Basically it is important that the 
m mat ure monster shoj Id be des- 
troyed by making contact with t 
scon affe- t turns inlo this ccn 
figuration 



5 



* TIMER* 


• The remaining t irre indicate*) bf 
the tinner gradually decrease* 
starting from the dam t>ue por- 

t ion to t he red port on 

• When tne eirel reaches 0, time <s 
up. resulting it ■your osing a 
TEDDTBOr 

• In the ‘oilovriig cases, tne count- 
ir.fl of the remaining tine starts 

f rcm the FULL condi li or 

1 When you ose a TEDOYBOY 
ar.<j resiad wih the next ore 

2 \hhen you start piayirg tie 
n#>t round 

• After c earing the -cund tne mere 
remain ng t me you hare the 
higher -he TIME BONUS po«nts 
that you sc ere. 

■$>Rec 
5 -Orange 
2 Yellow 
« VVhte 
6 Blue 
e Dartblue 



♦ SCORE* 

Oest-oyinga monsler by using the 
MiCFOGlIN ........ _ 10 points 

Oesfoymg the miniature monster 

py making contact with it 20) 

peinls 

destroying a large numbe' ol minia- 
ture monsters m a short period ot 
ti me will earn you many points 


Jnt • £< Jv.f 
JSf Jt«* rA> 
rrf mr 3m 

iW lift HTt in 

•A 4£i A ri< 



* BONUS GAME * 

•The BONUS GAME starts when 
cleat ng ROUND 2.6, 1C. 14. 


• When the dice are shet. the fol- 
lowing presents or obstacles will 
come out of it When the same 
kind c* present appears two tirres 
in a row. the high points nj cat- 
ed below in the parenthesis are 
earned. 

Beware of DEN DEN and the EYE- 
BALL BUG 1 
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Cigarettes 
400 points 
(1,000 points) 

\§ Beer 
BOO points 
(2.000 points) 

3 Red sneakers (shoes) 

1.000 points 
(5.000 points) 

4 Blue sneakers (shoes) 

2.000 points 

110.000 points) 

* Stuffed toy bear 

5.000 points 
(20,000 points) 

jT Stuffed toy monster 

10.000 points 
(50,000 points) 

< f ) DEN DEN 

The despicable creature 
that bites off the timer 

Of EYEBALL BUG 
Coming into contact 
with this will destroy you? 








© 



© 
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★ ADVICE FROM 
PROFESSOR PLAYER ★ 

• The MICROGUN is an invincible 
weapon that steadily destryoys 
the monsters Using It. all you 
have to do it is to react ahead of 
time in response to the monsters' 
movements' 

• Make sure that you do not |ump 
down on the monsters or let them 
do the same to you Note that 
carelessness causes failure 

• Performing a certain operation be- 
fore starting to play the game 
enables you to make 3 advanta- 
geous selections. Can you dis 
cover what the operation is 0 



★ HOW TO SELECT YOUR 
DESIRED “ROUND”* 

During the TITLE display, push the 
DIRECTION CONTROLLER in the 
following order, upward downward, 
left and right, to cause the COM 
MAND mode to appear, on which 
CONTINUE, NO FIRE, and 1/2 PLAY 
ERS can be selected 

To select the ROUND, push the 
DIRECTION CONTROLLER once up- 
ward and 9 times downward in the 
above COMMAND mode 
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HANDLING THE SEGA CARO 
AND THE Pd EGA CARTRIDGE 

T* SEGA CARD anc ttn MEGA 
CARTRIDGE ara n tended «dj*#tefy tof r»« 
SEGA MASTER SYSTEM 


Donoiget vet! 


Do ro( &«nd! 


Do not sapoaetc 
Cir»<1 surJgft 

Do rot place rear 
any *»gr» wnrpora- 
ure source! 


Do no witJiect to ary 
unreal rrpactl 

Do no damage Of 
disfigure 1 

Do no expose to 
thnrer, b®na re ee ! 


B« especially careful rat to stcA autytfrirg 
or t?»* SEGA CARD! 


• AAier wot coTipetoiy dry Datore csng 

• Wren « recones ciity cartfully ft 
wrrfi a soft act* apped in soapy wato' 

• Alter use putitin is CASE 


x:> , * 

x • ' ' X 


EPILEPSY WARNING 

WARMING READ BEFORE USING TOUR 
SEGA VIDEOGAME SVSTeW 

A ver, jrrat parentage o' • may 

e<pe>tf«*:»eplepic secures e»pcsecto 
c»ran igw pa tenser laiTinj ighsEtposaeK 
coran iO»t pattens o tacSqounJs on a teevmcn 
screes oiwn« claying soee canes nay ndec* as 
coaettc ezirer thes«i*cJvnJuate Certain 
cordocns may neuceunceBStecepitetc 
s/rpemt ever ir penens oTo Have nc hsicyy ol 
pner seizures o» epiteps» If you Of anyone in rcix 
tamiy.nasan epileptic conoScn consult your 
pnysoan prorlo playing llyou experience ary 
cl tv foKnwng synaljns uhh stay rg a video 
gam: dizziness. altered vtson.ey* «r irwsce 
tvflcftes loss ot awareness Cisonertsticr any 
nvoiuntirv m overrent crcorvjlsiors 
IM M EDI ATE L Y discontinue use anti consult your 
pnysioan before resuming play 
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SCOREBOOK SCOREBOOK 



10 



Printed in Australia 


